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ARTIC’S ADVENTURES 
By Dan Kolacz 


HOW TO SOLVE ZORK I 


(CAUTION: DO NOT read this article if you do not wish to 


see the solution to ZORK I. This is NOT a hint section, 
this is the solution!) 


So, you’re all set for The Great Underground Eapire, 
eh? Okay, but before we begin, a few words about this 
walkthru. First, this is not the only way to solve the 
game. It’s just one of the faster ones. Second, because 
there is no ‘wasted aotion* in this game, you will not be 
visiting all the locations. So, you aight want to play 
around with the gase on your own for a while, aapping out 
as auch as you can, without auch regard for gathering 
treasures. Actually, aapping is a good idea, since, if you 
sake a misstep somewhere, you might find yourself in 
trouble! Be especially careful to follow the directions 
when in the gazes; a wrong sove there, and you could be 
lost for quite some tiae! 

Finally, you may not go through this in exactly the 
way it’s written because of the thief. He is a variable 
item in the game; you never know where he will show up. 
Try to move out of the room he’s in as soon as he shows up. 
But keep in aind that even if he does steal anything troa 
you, you will get it all back from hia in the end. Okay? 
Let’s start the adventure! 

You begin West of the house, and your first chore is 
to get inside. So, go South and East. Open the window and 
enter the house (you’re in the kitchen), then go West into 
the living room. Get the laap, then sove the rug, 
revealing the trap door. Open the trap door, turn on the 
lamp, and go down. At this point, sose aysterious person 
will shut the door on you; don’t worry about that for now. 
Okay, so here you are in the cellar, It’s time to pick up 
your first treasure, so go South, then East to the Gallery. 
bet the painting, then continue North to the Studio. 60 up 
the chianey (you can only fit with the laap and the 
painting), and you will be in the kitchen again. Now, go 
upstairs to the attic, and get the knife and rope. Cose 
back down and go into the living roos, 

Open the case and put the painting inside. Then, drop 
the knife and get the sword. Open the trap door again, and 
return to the cellar. Again, the door is shut by someone 
(you never will find out who’s doing this, but it doesn’t 
matter). Now you’re back in the cellar, and since we’re 
coming to one of the sore dangerous parts of the game, you 
aight want to do a save here, 

Gripping your trusty sword, head North into the Troll rooa. 
There’s a nasty troll here with a bloody axe, and the only 
way past is to kill hia. So, do just that: "Kill Troll 
With Sword." It will aost likely take aore than one 
atteapt, so keep at it, and eventually he will disappear in 
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a cloud of black smoke. Now, drop the sword, because you 
really don’t need it any aore, and it will hinder you in 
carrying other, aore iaportant iteeas. Having dispatched 
the troll, you aove along East, East (into the Round roca), 
then SE and East. You are now in the Doae room. It’s a long 
way down, and too far to jump, so here’s where the rope 
comes in handy. Tie the rope to the railing, then cliab 
down the rope, You will be in the Torch room. Leave the 
torch for now; you'll be coming back this way again later, 

From the Torch room, go South, then East and get the 
coffin. Return West, then continue South to the Altar. 
There’s no way you’re going to get down that hole with the 
coffin, and even the program will tell you that you haven’t 
got a prayer. That’s a hint, folks: Just "Pray," and you 
will find yourself in the forest again. Since it’s daylight 
out, save Energy and turn off the laap. Now, head along 
South, then North (I know, but it works!) to the clearing, 
then East to the Canyon View. Climb all the way down to the 
bottom, then go North to Rainbow’s End. Drop the coffin and 
open it. Inside is a jeweled scepter. Get that, and wave 
it. The rainbow will become solid (you’!) need to cross 
over frog the other side later). Now, "Look." You should 
see a pot of gold. Get that, and the coffin. After that, go 
SW, then all .the way back up to Canyon View, From there, 
it’s NW to the clearing, and then West to the window. Once 
in the kitchen, open the bag and get the garlic (nothing 
else, just the garlic). Go on into the living room, and put 
your treasures in the case. Now, sit down and take a 
breather, because you’re about to do a lot of traveling! 

Once again, open the trap door, turn on the lamp, and 
go down. Watch carefully, and you will notice that this 
time, the door doesn’t close! Whoever was doing it before 
aust have gotten tired. Anyway, you’re on your way to the 
dam, so aove along North, East, North, NE, and East. You 
are now on top of the dam. From there, go North to the 
Lobby. Pick up the aatches, then go either North or East 
(doesn’t satter) into the Maintenance roo. Get the wrench 
and the screwdriver, then push the yellow button. Now, 
return to the daa, and you.will see that the green bubble is 
lit. Turn the bolt with the wrench, then drop the wrench. 
You have opened the daa, and you wil! be coming back this 
way again to reap the fruits of your labors. However, right 
now, you’re on your way to Hades, so let’s get going! 

6o South, then down into the Loud rooe. Leave the 
platinua bar for now; you'll get it later. Head West into 
the Round room, then SE and East (hassa, haven’t you been 
here before’). Again, climb down the rope. This time, get 
the torch. At this point, you can turn off your lamp; the 
torch will provide light so long as you have it. Now, 
continue straight South, getting the bell, then the book and 
candles from the altar. Go down the hole to the cave, then 
down again to the entrance to Hades. Your candles will have 
blown out by this time, but don’t worry about it. Okay, 
here’s where you have to be careful. First, ring the bell. 
It will become red hot and you will drop it. You will also 
drop the candles. Stay cala, and do the following, all in 


one commend: Get the candles, light match, light candles 
with match (necessary, because of the torch, and SDON’TS use 
the torch, or you"l) vaporize the candles'), Okay, strange 
things happened when you lit the candles, now read the book, 
Whew! The demons have been exorcised! 
Drop the book, then go South and get the crystal skull. 
Now, back North, then up to the cave, then North to the 
Mirror room, By the way, better put out the candles. Rub 
the girror, and you will now be in another Mirror roos 
(this one is North of the daa, as tne otne one 1s South). 
haw, go North, then West, then North, then West into 
the Squeaky room (well, I told you you’d be doing a lot of 
treveling this time!), Make sure you have the garlic with 
vou, then go North into the Bat room. So long as you have 
the garlic, he won’t bother you. There is a jade figurine 
here, but leave it for now. You'll pick it up on your way 
out. 

Go East to the Shaft roos., Put the torch into the 
basket, then turn on your laap and head North to the Saelly 
roos, then down to the Gas Roo {best not to carry any open 
flames here'), Now, you are about to enter a seall @aze, 
so follow these directions sCAREFULLY#! East, Northeast, 
Southeast, Southwest, down, and you shculd be at the top of 
the ladder (if you aren’t, may God have sercy on your 
soul'), From there, go down tc the Ladder Bottom, and then 
South to the Dead End for the coal. Get that, then return 
to the ladder top. Froe there, go up, North, East, South, 
North, and you will be back in the bas room. 60 up, then 
South to the Shaft room again. Fut the coal in the basket, 
and lower the basket. Now, guess what? You have to go 
back through the coal gine again! So, make your way to the 
Ladder Bottom, but this tiae, go West to the Tisber roos. 
Ignore the broken timber (not useful for anything), and 
drop all but the screwdriver. Now, you can squeeze through 
the crack to the West. And here you are in the Draft; Rooa, 
which is also at the bottos of the shaft. There’s the 
basket, so get the coal and the torch, and move South into 
the Machine roos. Open the lid, put the coal in the 
machine, close the lid, and turn the switch with the 
screwdriver. Drop the screwdriver, open the lid, and get 
the diamond (well, no one ever said Zork was an EASY’ 
gase'), Now, go back North, and put the torch and the 
diamond in the basket. Squeeze back East into the Tieber 
root, Get the skull, lamp, and garlic. You won’t be 
needing the matches and the candles any sore, So you can 
leave thea, (They were insurance in case the thief came 
along and stole the torch betore you could get the 
diamond). Now, head East again to the Ladder Bottom, and 
from there up and through the :cal eine (you know the way 
now’), to the Gas room. Fick up the bracelet, then 
continue on up and South te the Shaft room. bet the torch 
and the diamond from the basket, turn off the lamp, then go 
West intc the Bat room. Get the jade, then go South, East, 
South to the Slide roga, Now, here's a fast way back to 
the cellar: Just go down the slide‘ Wheeeee! Then it’s 
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up to the living room (remeaber, the trap door is open 
now), and all the treasures go into the case. Huff! Putt! 
Bet you didn’t know you'd be doing $THIS# auch running 
around! But, don’t get too relaxed, there’s still plenty 
aore to come (urk'). 

Turn on the lamp, and return to the cellar. Fro 
there, it’s North (ah, deja vu!), then East, North, NE to 
Reservoir South. Now that the sluice gates are open, you 
can head North, picking up the trunk of jewels, North again 
to Reservoir North, getting the air pump, and Korth one 
more time, getting the crystal trident. After that, go all 

the way back South again to Reservoir South, then East to 
the daa, and then East once aore to the Daa Base. 

Here you find a little pile of folded plastic; guess 
what it is? Right, it’s an inflatable boat! So, inflate it 
with the pusp, then drop the puap, then get inside the boat, 
say “Launch,” and you're floating off along the Frigid 
River. Now, just keep waiting until you see the buoy. Get 
that, then "East" to the beach. Get out of the boat, then 
get the shovel and move on to the Sandy Cave to the NE. You 
aight want to save the game at this point, since you have to 
dig here until the scarab turns up, and Pa sure jou don’t 
want to get buried alive (it’s been known to happen'). 
Okay, drop the shovel and get the scarab, then go back SW. 
Drop the buoy and open it; inside is an emerald. Get that, 
then continue South to the Aragain Falls. Here you can cross 
the rainbow (so do that!), which brings you to the End of 
The Rainbow. Turn off the lamp, then go SW to the Canyon 
Bottom. From there, aake your way back to the living rooa, 
and put all the treasures in the case. Your collection is 
quite impressive by now, but you aren’t finished yet. 60 
East twice, then North twice. Cliab up the tree and get the 
egg. Climb down again, and go South, East, and back to the 
living rooe. However, this time, you don’t put the treasure 
in the case. Turn on the lamp, and go down (once again!) 
into the cellar, and North to the Troll room. Now, you are 
about to enter a maze, so follow the directions very 
carefully! 

West (this brings you into the maze), South, East, up, 
and you find several items here. Take only the coins and 
the key, and be careful not to touch the skeleton! From 
here, go SW, East, South, SE, and you will be in the Cyclops 
roos. The Cyclops is not friendly, but you can deal with 
hie effortlessly: Just type in "Ulysses" (or "Odysseus," if 
you prefer). Old OQne-Eye will tear out of there right 
through the wall! In fact, he will create a passage eastward 
from that room right into the living room! However, you 
don’t want to go that way yet! Instead, go upstairs, and 
you will be in the Treasure Roos, the thief’s secret lair. 
Now, give hia the egg, and go back downstairs, then East to 
the living room. Deposit the coins in the case, then get the 
knife (the thief needs a little time to open the egg). 
Okay, go back West to the Cyclops room. Again, at this 
point, saving is recommended; the thief will not be easy to 
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kill! So, head upstairs and use the nasty knife to kill the 
thief. Once he’s dead, all treasures in the rooe will be 
visible. This includes the egg, a silver chalice, and 
anything he aay have stolen from you before. Get everything, 
then follow these directions: Down, NW, South, West, up, 
down, NE, and you will be in the Grating Room. Unlock and 
open the grate (watch out for falling leaves!), then go up. 
You will be in a clearing, 

From there, go South and cliab the tree again. Wind up 
the canary that’s inside the egg. A songbird will come by 
and drop a bauble for you. Climb down again and get the 
bauble, then return to the living room, Put all the 
treasures in the case, making sure you tREMOVE THE CANARYS 
from the egg and put it in the case separately! You’re 
almost finished! Just one aore trip to make! 

Now, for the last tiae, enter the cellar and go North. 
From the Troll Roos, go East until you come again to the 
Loud Rooa. Type in: "Echo", and you will now be able to 
get the bar. So, grab it and return to the living rooa. 
Once you place it in the case, you will get a aessage. 
Follow the advice of the sessage, and you will get a sap. 
Take that, and return to the place where this all started, 
the mailbox West of the house. You should have no trouble 
getting to the barrow from here. Of course, once you enter 
the barrow....You really didn’t think it would end there, 
did you? Not when there’s Zork II and Zork III waiting for 
you up ahead! Ah, but it’s too late; you can’t turn back 
now! You’ll just have to grit your teeth and follew 
through to the end(with a little help, of course). See you 
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Please Write an Priicle 
for the MILATARI Newsletter 


before your editor has to 
resort to this! 


To copy a whole disk from single siged to double sided or to 
Copy from or to, a raa disk just open both directories and drag 
the icon (of the source disk) into the open window of where you 
are copying to (destonation dirve or ram disk). 

This is better than draging thea one window at a tine. 


When you look at text or document files, you select print, 
show, or cancel. Print if you want a hard copy or show to look 
at it on the screen. The following commands work while you 


look at it on the screen. 
RETURN: Show the next few lines. 
SPACEBAR: Scroll one ful! screen. T 
Q: Return to the desktop 

If you ever want to get files out of a folder and back into 
the aain directory, here’s how. First double click the disk 
icon to open up the directory. Then open up the folder. Second 
you open up the directory again by double clicking the disk 
icon (move the directory if you need to). Third you will now 
have two windows open, one of the sain directory and the other 
with the contents of what is in the folder. Copy the file fros 


the folder directory to the sain directory and you are done. 
You can now delete the file from the folder. 


On the ST you can have up to 4 windows open at a tiae. Only 
one of them is the active one. You can tell which one is the 
active window by the horozinal lines on the move bar at the top 
of the window. You can get a new directory of the active 
window by hiting the esc key. If you want a new director of an 
inactive window just move the pointer to the window and click 
the mouse and it will becoae the active windpw. Hitting esc 
will give you a new directory of the window. 


If you want to copy, delete two or gore files that are next 
to each other you can copy thea in a group by soving the 
pointer just above the first file and clicking and holding the 
left side of the mouse. You will see a elastic box that you 
can change the size to cover all the files you need to copy or 
trash. When it is around all the files you need then let go of 
the left side of the aouse. You can then click one of the files 
and sove or copy as usual. (Note it is easier to understand and 
use when you directories are in icon foraat. In text it is 
tough to get between the file names.) 


It you want to copy or delete from an inactive window hold 
down the right side of the mouse and then you can click one (or 
aore file if you use the shift key as explained in last sonth 
newsletter or use the elastic window method) and then aove it 
to the other window or to the trash icon. Don’t let up on the 
right side of the aouse until after you have the soved the 
files and let up the left side of the eouse. 


These hints have come from use of ay ST, asking questions 
and watching others use thier ST, and from various publications 
or newsletters that I have read. = 

Reprint 


Ross E. Pope 
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GEnie: 


Online Without an Eye on the Clock 


by Robert Ellidge 


Reprinted From Modesto Atari Computer Club 


On October 1, the General 
Electric Network for Information 
Exchange celebrated its first 
birthday on line. In one year GEnie 
has succeeded in signing up over 
23,600 subscribers. Now, this may or 
may not be a good first year by 
marketing standards, but there is 
little doubt what is responsible for 
those 23,600 subscriptions. 

When compared to CompuServe 
(CIS), the main player in this field, 
GEnie offers savings of from 44% to 
over 65% in non-prime time charges at 
1200 bps. Unlike CIS, there is no 
1200 bps surcharge on GEnie, though a 
$10/hour premium is charged for 2400 
bps usage. And for those who like to 
c~ ntribute, you are not charged for 
w -mne spent uploading files at 300 and 
1200 bps. For the few who are online 
much during prime time, GEnie is no 
bargain at $35/hour; enough said! 
Back in the real world, however, as 
an example of the savings to be had, 
compare 1200 bps charges from 
Modesto: 


CompuServe: $12.50/hr 
PDN charges 2.00/hr 
= $14.50/hr 

GEnie: $5.00/hr 
direct line 0.00/hr 
= $5.00/hr 


In areas that generate lighter 
traffic GE imposes a $2 per hour 
communications surcharge (not a PDN 
charge) but even at $7 you still have 
better than a 50% savings. 


The Kicker 


Registration on Genie costs $18 
which includes a mediocre manual and 
no free usage credit. Compared to CIS 
registration which comes in a variety 


of flavors ranging from free (bundled 
with hardware and software) to $40 
when purchased directly from 
CompuServe, $18 is no particular 
bargain; but at $5/hour, who cares! 
Well, if you DO, you have the option 
of FREE REGISTRATION! There are 
currently three different GEnie 
RoundTables (RTs) - otherwise known 
as SIGs - that are offering free 
registration to those who use special 
access codes when logging on to join. 
Customer assistence may be able to 
tell you if the offers are still in 
effect but why not just try the 
access code below. It is offered by 
the Data Based Solutions (the other 
two are IBM and FreeSoft). This offer 
doesn’t include the manual which is 
available online (110 K, about a 30 
minute download) or offered as a $10 
option during registration. You will 
need the manual. I haven’t seen the 
$10 bound version, but the online 
manual, while it is up-to-date, lacks 
an index which makes it a bit 
inconvenient to say the least. 

Unlike The Source, neither CIS 
nor GEnie have monthly minimum 
charges, which means that if you have 
a modem and a terminal program there 
is no good reason to put off 
subscribing. Even when one considers 
that GEnie is dwarfed by the sheer 
volume of resources available on CIS, 
it is easy to see the appeal ofa 
well-rounded service which costs less 
than 81/2 cents per minute compared 
to the competition’s 24 cents. 
Another consideration for those who 
have spent time on CIS during the 
evening rush is the relative lack of 
long delays waiting for the utility’s 
mainframes to play catch-up. 


Before You Register 


GEnie’s defaults are 1200 bps at 
half duplex. If you are operating at 
300 bps, type "HHH" as soon as you 
have a connection. Also, IF YOU WANT 
TO SEE WHAT YOU ARE TYPING you must 
request a local echo. To do this, 
prefix your logon access code with a 
<CONTROL-R>. This switches GEnie to 
full duplex. 

Decide what payment option 
(Visa, MasterCard, or "CheckFree" ) 
you are going to use and have the 
appropriate numbers at hand. 
CheckFree is an automatic check debit 
plan. For more financial details, 
check out item two on the main menu 
during registration. 

Decide what your password will 
be. Use at least eight characters (no 
sermons necessary on the do’s and 
don’ts of passwords). 

You will be asked for your 
mother’s maiden name to verify your 
identity when the GEnie 
representative calls (within 48 
hours) to give you your ID number. At 
that time you will be asked what 
name/handle (not your password) you 
wish to use as your GEnie mail 
address. It will cost you $10 if you 
decide to change it later on. 

And at the risk of insulting: 

Be sure you have your capture buffer 
open during the registration 
procedure. There is a "sampler" 
available which contains a lot of 
useful information. Access it by 
typing TOP at the main menu prompt. 
You don’t have to sign up to access 
this, so if you want to get an idea 
of what’s online, use either of the 
codes below and go directly to TOP. 
You might like to capture the 50-60 
Kbytes available to you in this 
sampler, logoff to take a look at it, 
and then log back on to sign up. 
Remember that GEnie will only waive 
the registration fee if you use the 
correct access code. 
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GEnie Page 99. 
GEnie Sampler and Sign-up 


. Sign up on GEnie 

. GEnie: Price Schedule 
GEnie: Service Agreement 
GEnie: Local Phone Numbers 
. Logoff 


OF WN e 


Enter Item #, <P>revious, <S>ign Up, 
<T>op, or <H>elp? TOP 


GEnie TOP Page 1 


GEnie Sampler 


1. How to use the Sampler 

2. GE Mail Electronic Mail 

3. News And Commentary 

4. GEnie LiveWire CB Simulator 

5. RoundTables: User Groups & Clubs 
6. GEnie Game Room 

7. Return to Main Menu 

Enter Item #, <P>revious, <S>ign Uy 
<T>op, or <H>elp? 


Important GEnie Numbers 


800-638-9636 customer service 
(voice, 8:30am to 12:00pm EST) 
800-638-8369 registration only 
(data, 24 hrs) 
209-529-8055 
Hh- 761-5700 
XJM11991,GENIE 
access code 


Modesto subscribers 
Mlb wWAVKEE 
FREE registration 


XJM11932,GENIE 
($18 with manual) 


normal registration 


During registration, GEnie 
telephone listings may be downloaded 
by area code. 


After You’ve Joined 


GEnie currently has 27 
RoundTables where you will probably 
be spending most of your time. The: ` 
contain facilities for real time 
conferencing, BBS messaging, and 
public domain software. 


wach of the RTs follows pretty much 
the same arrangement, so learn the 
ropes on one and the others are a 
snap. The 27 RTs are divided into 
three categories; "PC" is the main RT 
for specific computers and their PD 
software; "Product Support" is for 
specific software support; "Other" 
consists of non-computer topics. 


Computer and Support RoundTables: 


Macintosh Users, A+ Online, IBM PC, 
Atari ST, Commodore, BBS (A BBS 
oriented BBS), Tandy, 
Telecommunications, Apple II & III, 
Data Based Forum, Laptops, Atari 8 
bit, Microsoft Windows Developers, 
CP/M, FreeSoft Red Ryder Products, 
Amiga, Macintosh Developers, TI & 
Orphans, MichTron Products, 
Programming, ProTree Products 


Other RoundTables 


biectronic Hobbyist 
NonProfit Connection 
Spaceport 

Science Fiction & Fantasy 
Scuba 

Photography 


The first time you attempt to 
enter an RT, you will be asked if you 
wish to become a member. Simply 
answer "y" at the prompt and you have 
joined. Have your capture buffer open 
when you enter "y" since you will 
immediately be given an introduction 
to that RT. Each RT has a main menu 
(specific to that RT) which is of the 


form: 


BBS 

Conference 

«e Libraries 

Old Bulletins 
BBS Help.. 

Note on XMODEM... 


On fr WN re 


If you are already a member of 
an RT you can quickly move to it, or 
any other menu level, from almost any 
prompt by typing: 
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M page#;item# 
MOVE) 


(M is short for 


The item# is optional. For 
example, for help with the Atari ST 
RT BBS from any menu prompt type: 


M 457;5 


The logon version of this quick move 
method is: 


ID#,P/W, page#;item# e.g. 
XYZ,DOITTOIT,457;5e (no white space) 


You can also jump to many menus 
by typing a menu name. A list of 
these quick move names along with 
their page numbers may be obtained by 
typing INDEX at any prompt. Once you 
have a list of page numbers and know 
your way around, you can skip the 
menus and go to a simple DOS-like 
command line by typing COMMAND or 
simply C. The commands don’t change 
in this mode and your prompt is the 
current page number. Toggle the menus 
back on with another C. 

The are plenty of services other 
than the RoundTables available and 
GEnie has committed itself to adding 
l+ new features per month. Check the 
system NEWS to keep up-to-date. 


A couple of quick commands with 
which to end: 


T gives you time, date, and 
elapsed time online 

U ALL lists the GEnie address of 
users currently online 


GEnie may not be polished and 
may not have everything online you 
might hope for, but it works, it’s 
inexpensive, and it’s growing. 


(It should be noted that GEnie is not 
part of GE’s GEISCO, which is 
primarily a mail facility and 
reseller of specialized data bases to 
business and industry.) 


el Fri TNA 
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WHAT IS LISP? 


By Donald Forbes -- JACG 


LISP, for you and me, is the key to 
artificial intelligence. Learning to program 
in LISF is half the battle. 

This is the language that has been used 
for years in the universities to create 
artificial intelligence projects. LISP is 
short for List Processing, although some 
will tell you it stands for "lots of 
irritating single parentheses.’ 

In the United States, LISP is the primary 
language for Al. In Europe and Japan, 
however, the language is Prolog (for 
Programming in Logic). 

LISP originated at MIT in the 
and is based on the general concept of a 
list. Both programs and data are treated as 
lists of objects. A list can be broken into 
a head (the first item on the list) and a 
tail (the rest of the list, which then 
becomes a new list). Consequently, the 
primary mode of programming is through the 
composition of recursive functions. 

Prolog is the logic programming language 
developed at the University of Marseilles in 


mid 1960s 


1972. A program is a set of logical rules. 
For example, "All humans are mortal" and 
"Socrates is human" lets Prolog deduce that 
"Socrates is mortal." The program arrives at 
the solution by using built-in pattern 


matching rules and backtracking strategies 
to find an answer to the user’s problem. 

Conventional programming languages do not 
handle variables the way mathematicians do. 
In a typical program such as 


10 READ (X) 
20 X =X +1 
30 PRINT (X) 


the variable X has different meanings at 
different places in the program. Languages 
which treat variables in a mathematical 
fashion are called *functional languages.’ 
APL, for example, is a functional language 
Organized around the concept of an array. 
LISP combines the elegance of a functional 
language with the extremely flexible data 
structure of lists. 

Here is a sample of the 


way we would 


Program interactively in LISP (the line with 
the asterisk is our input): 


*define DOUBLECx] = x + x 
DOUBLE defined 

*double([7J 

6 


What we have done here is define a function 


we have called DOUBLE. The computer accepts 
the definition. Then we test the definition 
using the number 3, and the computer 


responds with the answer. 

Now we can define the absolute value as a 
new function, and combine it with the 
doubling function we just created, like 
this: 


*define ABS[z] = if z <0 
* then -z else z 

ABS defined 

*ABS(-2p 
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> 


*DOUBLECABS(CDOUBLEC-21]] 
8 


In other words, we double minus 2 (giving 
-4), take the absolute value (giving 4), and 
double that to get 8 as the answer. Note 
that we use conditional expressions (if, 
then. else) as in other languages. 

One important feature of LISP programming 
is the use of recursive definitions, meaning 
that a definition can invoke itself within 
the same definition. This is something that 
cannot be done in the older languages such 
as BASIC or COBOL or FORTRAN. However, it 
can be done in the newer languages such as C 
and PL/I and PASCAL. 

In LISP we can define a Fibonacci series 
(in which each number in the sequence is the 
sum of the two preceding numbers ... t; i, 
2; 3, 5, 8) using recursion, this way: 


*define FIB[n] = if n < 3 then 1 
* else FIBCn - 1] + FIBEn - 2] 
FIE defined 

*FIBC8I] 

1,1,2,3,5,8,13,21 


The strength of LISP lies in the way it 
handles lists. Here are some sample lists: 


() no elements 


(3) one element 

(37 15 -4) three elements 

(3 ¢( ) TRUE) three elements 

(1 ¢) 2 (( )) 3 (¢€€ )))) six elements 


There are three basic 
handling lists. HEAD 
element. TAIL takes all elements after the 
first. CONS stands for construct’? and 
builds a new list by adding a HEAD to 
another list. HEAD and TAIL work this way: 


functions for 
takes the first 


*HEADEO (4 5 6 7)] 
4 

*TAIL[DO (4 5 6 7)] 
(3 6.7} 


The construct function 
arguments and works like this: 


needs two 


*CONSCS. (4 §)] 


(3 4 5) 

*CONSEC (3), (4 5)] 

((3) (4 5)) 

*CONSCD (3, ( )] 

(3) 

*CONSC (TRUE FALSE), (< )J 

((TRUE FALSE) ) 

Now we can define a function that will 


make a list of 
given number: 


numbers by counting up toa 


*define UPTO[n] = if n = © then ( ) 
* else CONSE€n,UPTOEn - 1]] 

UPTO defined 

*UPTOCOJ 

( ) 

*UPTOC3] 

(3 2 f) 


cteristic 


tic appeal 
yr accessibility 


f re” 


t Raw. Amperes 


easured 


We can also save and manipulate 
as a list, such as this one: 


our data 


( ( (NAME (JOHN DOE) ) 
(FATHER (JACK DOE) (BLOODTYPE ‘(A POS))) 
(MOTHER(JANE DOE) (BLOODTYPE(O NEG))))) 


Note that in this instance we have twelve 


left parentheses, which must be balanced in 
turn by twelve right parentheses = 
twentyfour in all! 

So now you have a short overview of the 


language. It differs from other programming 
languages in that it is built around the 
mathematical notion of a function, and uses 
the data structure of lists. We have seen 
how functions can be written in LISP, and 
indicated how it might be possible to 
manipulate data objects that can be 
extremely complex. 

One feature that makes LISP unique among 
the high level languages is that, in LISP, 
some data structures can be viewed two 
different ways, either as data or program. 
When seen as a program, expressions can be 
executed and return a value. When seen as 
data, they may be used as arguments for 
other programs. This means that if we think 
of a LISP program as a piece of data. then 
we can write programs directly in LISP which 
transform them into more useful programs. 


If you are interested in a 
mathematician’s view of LISP see the 11-page 
article (supported by a National Science 
Foundation grant) written by Mitchell Wand 
of the computer science department of 
Indiana U. in the Jan 84 issue of the 
American Mathematical Monthly of the 
Mathematical Assoc. of America. (The Aug 79 
BYTE was a LISP issue.) 

What next? 

Well, if you have access to a standard PC 


at the office, you can buy a public domain 
version called XLISP which includes 34 pages 
of documentation, six sample programs and 24 
files of source code. You will have to order 
disk number 148 for XLISP version 1.4 from 
PC-SIG, 1030D East Duane Ave., Sunnyvale CA 
94086 (800)245-6717 for $10 (disk $6, 
handling $4). If you are willing to wait 
until I get my copy, give me a blank disk. 

The yearly paychecks of AI experts run 
$50,000 and up, so the natural question is: 
What do they know that we don’t? 


Atari XL/ XE Power Supply Characteristics 


Volts 
Amperes 
Volts 
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z by Jin Finley === 


As SysOp of the Help Key, I have received repeated 
reports frog callers telling ae their Atari XM-381 (direct 
connect aodea) has been giving thes trouble and recently 
aore reports from callers who have just hooked up their 
newly purchased P:R: Connection (a direct connect interface 
for RS232 & parallel printer ports froe I.C.D). It is 
natural for a user to suspect the newly purchased piece of 
equipment to be the cause of strange probleas they never 
had before they acquired either of these direct connect 
components. The first thing I did was ask other users who 
owned XM-301’s and or P:R: interface if they had 
experienced similar probleas. To ey surprise just as @any 
users reported’ NO problem with the sage equipaent 
arrangeraent. The next step taken was to try an XM-301 on ay 
equipment. The XM-381 that didn’t work on ay friends 88øXL 
worked fine on both ay 13#XE & S6BXL. No doubt about it, 
the XM-38! was working fine. What could it be, all the 
equipaent was the saae EXCEPT the power supply! 1 looked 
through all ay specification books but no inforaation 
relating to the power supply was to be found. 


Before going any further, I would like to explain that 
there are 4 eajor types of power supplies that have been 
shipped with the IL/XE series computers. 


Type I - was shipped with early production 86@XL’s until 
about the winter of 1984. It has a white cover w/black 
base. Measures 9" long 4" wide and about 2 1/2° high. It is 
the only power supply aade in Hong Kong. 


Type II - appeared in 1984 prior to the Traaiel take over 
and seeas to be the aost frequently encountered. It is also 
the heaviest, hottest and ugliest of 4 power supplies. The 
added weight is due to the inside of the supply being 
filled with epoxy which aakes it iapossible to repair. 


Type III -is the same size as type | but is all black in 
color. It is the only supply which specifies use on the 
BAAXL & SOBXL. 


JAY SÖY NOU) payUTUdoy 


Type IV - has been available since spring of 1985. It is 
the spallest, lightweight, coolest and aost sophisticated 
(electronically) of the XL supplies. It is also the 
standard supply shipped with the {38XE. This supply is 
Slightly larger than the type 2 supply and has a silver 
metal label displaying the specs. 


Now getting back to the research. While trying to 
figure aut what the differences between the supplies were, 
a friend at work gave me the May 86 issue of Modern 
Electronics magazine and told se there’s an article about 
Atari computer power supplies. What a break! All the 
inforaation I’ve been looking for. Scheaatics of each 
supply, specs and a coaparison pointing aut the differences 
and benefits of each supply. All the information needed to 
answer ay questions in a seven page magazine article. 


The information gathered frog Modern Electronics was 
aore than I had hoped for. It not only explained why ay 
friends XM-38! acted the way it did on his system but 
pointed out how to repair the supplies, except the type 2 
supply of course. 


My friend has a type 4 power supply. It nat only has 
the lowest power output but has a pass transistor used in 
the supply which if a short occurs between the eaitter and 
collector terminals, full 18 volts DC is passed to the 
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coaputer. The end result, your computer fries! Though such 
a disastrous condition is unlikely to occur, the 
possibility does exist. This supply was the pain in the 
neck causing the XM-JØ1 to malfunction. The acdea worked 
fine when using. the other 3 supplies. 


The type 4 supply doesn’t even deliver 1 ampere under 
noraal usage and with a kodea that depends on the power of 
the computer to function, the type 4 supply is a real dog. 
While this lack of power doesn’t haaper the operation of 
the computer, it does suggest a sliaaer reliability margin 
in locations where AC line voltage is subject to fluxatian. 


Ny friend has decided to purchase another power supply 
from a mail order house for $35.88. He said it’s a seall 
price to pay for all the headaches he has been having. 


The schematics that accompany this article were taken 
from the Modern Electronic’s article. Believe ae, without 
these specs and drawings, you could end up in a world of 
confusion trying to figure out why certain equipaent works 
on your friends system but not on your own systea even 
though the systems seem to be identical. 


Pictured above, TYPE I (left), II (front center), III (rear center), and IV (right) 
power supplies for the Atari IL/XE coaputer line. (Photo by D.P. John) 
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C105-C108 = 0.01uF 
CR101-CR104 = 1N5400 


+5.18V de 


17V ac | 
60Hz 


C103 
O.1pF 
(Note 1) 


c101 
0.01pF 
(Note 1) 


NOTES: 
1, May not be in all units or may be a different vaiue. 
2. Tack soldered to foil side of PC board. May not be in all units. 
3. Voltage measurements made under no-load conditions. 


GND 


This is the schematic diagram of the Type I power supply. Component designations in all schematics corre- 
spond to locations screened on pc boards. 


Voltages measured relative to circuit ground under no-load conditions. 


Schematic diagram of the Type III power supply. 


723 PIN VOLTAGES 

1 = 5.68 

p3 2 = 4.68 
3=5.13 
4= 4.00 
5=4.00 
6=7.10 
7=0 
8=0 
9 = 0.28 
10 = 5.68 
11 = 19.40 
12 = 19.40 
13 = 6.98 
14=0 


NOTES: 
1. All resistors are 5%, %«W unless noted otherwise. 
2. All voltages measured relative to circuit ground 
under no-load conditions, 
3. 2SD613 lead identification is incorrectly screened 
on PC board. 


Schematic diagram of the Type IV power supply. 


SCHEMATICS REPRINTED FROM MAY 1986 ISSUE OF MODERN ELECTRONICS 
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The President’s Report 
by Ron Friedel 


We again had a great party; this time 
it was our Christmas party. Its’ toc bad 
that more of our members couldn’t have 
been at the December meeting but then 
again this is a very busy time of the 
year. I must thank all those who helped 
make the party so successful. First of 
all, many, if not most of the people in 
attendance brought food and snacks. 
Special thanks go to Emma Gifford and Joe 
& Mary Griesemer who again brought a 
nicely decorated sheet cake for all to 
enjoy. Everyone had lots to eat 
throughout the meeting. Dave Coak brought 
his music and sound system as usual but 
for this meeting, he also carried in 
(heavy!) a 25 inch color TV to use for the 
programming contest demonstrations. Very 
special thanks are to be given to those 
members who entered their own creations in 
our programming contest. They are: Jon 
Duvall, Parnell toak, Ken Jennings, and 
Tom Wuttke. Look for their programs in 
our library. I must also thank the good 
people at the Computer Software Center, 
who donated 6 "peanut paks" of 5 1/4" 
disks anda 16-bit program "Brataccus ST" 
from Mindscape. Lastly, I must thank Carl 
Mielcarek, the party guy, who did all the 
organizational work to make this party so 
successful. 


This is just a reminder that we might 
be getting some free advertising on the 
local radio stations. A non-member has 
very kindly offered to contact various 
radio stations and send them messages 
about MILATARI that would be read as 
public service announcements in the week 
before our next meeting. This campaign 
has been in the planning stages for some 
time, but you may finally hear results in 
January. We were ready to run the 
messages in December, but it was suggested 
that with all the other activities being 
announced, it would probably be better to 
wait till January to insure that our 
message would not be overlooked. 


I would like to ask for a volunteer 
to contact the various newspapers in the 
area and place our meeting notices in the 


"Community Calendar" sections at the 
appropriate times. This could be pretty 
easy to do once you had the addresses in a 
data base; you would essentially send a 
form letter once a month to each 
newspaper. If a non-member is willing to 
make radio contacts, a volunteer from 
among our members should be certainly 
expected. Please call me at 354-1717 or 
see me at the next meeting if you are 
interested in helping us. 


A long time Atari supporter and 
programmer, John J. Anderson, is starting 
to write about Atari again. He used to 
write for Creative Computing and was the 
main reason that I continued buying 
Creative Computing up until it folded 
about a year ago. Now he writes for the 
Atari Explorer (which has many of the 
Creative Computing people on its’ staff) 
and for Family Computing. In the January 
1987 issue of Family Computing he passes 
along a tidbit of info that I will now 
pass along to you. As John writes: "One 
more 8-bit tip, courtesy of John Nagy 
(from C.H.A.O.S. - Mid-Michigan Atari 
Magazine): Those of you who have written 
to complain of the inability of 
AtariWriter Plus to support true 
double-density drives (such as the 1050 
drive enhanced by ICD’s US Doubler), take 
heart. Yes, AtariWriter Plus operates 
from a built-in version of DOS 2.5. That 
means it formats a 1050 drive into pseudo 
dual density. (Meaning 999+ sectors.) 

The answer: Replace the DOS on your 
AtariWriter Plus disk. Even though the 
disk is copy-protected and will not 
display a directory from itself, it sports 
a conventional set of DOS and DUP files. 
Simply write your DOS of choice directly 
to the program disk. Don’t panic when you 
get a "“bad-sector" error during transfer 
of DUP.SYS. You're just encountering the 
copy-protection scheme - nat attempting to 
subvert it. (Note: By tampering with your 
original program disk, you run the risk of 
losing it altogether! - The Editor) 

With a DOS such as SMARTDOS, you'll 
come up with true double-density when 
running AtariWriter Plus. This works on 
both the regular and 130XE versions. 

Please note that if the DOS you 
install does not support AUTORUN.SYS 
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files, you must be sure to rename the Ninja Reviewed 
AUTORUN. SYS file on the AtariWriter Plus By David Friedel 
disk to whatever name it must take to 
autoboot under your chosen DOS. Nin ja 
Mastertronic International Inc. 
I’ve been using the 8-bit Ataris for 7311B Grave Road 
about 5 years now and finally started Fredrick, Maryland 21701, USA 
using a spreadsheet program. The three $5-$10 
types of programs that are most used in 
business are word processing, data base 'I look down the walkway, and there is 
Managers, and spreadsheets. I have been a Thug. He sees me and gets into his 
using the first two for a long time now fighting stance. I walk up to him and pop 
but because of the wish to get our family him in the head with my sword. One down, 
on a budget, I recently purchased SynCalc. many to go. I then walk into the Torii, and 
It certainly is easy to enter 6 months see a Karateka. I shout "Prepare to die!” 
worth of checks and track where we spent and I run at him. I hit him with a bad body 
our money. I have an 800XL (with 256K kick, and he counters with a smack to my 
RAM) and I have 84K for my spreadsheet. head with a fist. Not to be out done, I 
This might be enough room for a whole jump back and unload my spinning death 
years worth of checks but why take a stars, killing him instantly. Into the 
chance; split it into two parts. I am Shijo Entrance, where I see a Evil Ninja. 
looking forward to the annual ANTIC income These scum must be fought with Karate, so I 
tax template; I had been buying and using come in showing off my karate. Bad move, it 
the TAX ADVANTAGE in the past to figure my woke him up. I come in with a high kick and 
taxes. counter with a low kick, but he doesn’t take 
time and he strikes me off with a blast from 
The next meeting, January 17, 1987, his sword. I'm dead? 
will be held at Armbruster School. Same 
time, same place. January is the usual This is what happens in the game called 
month for the swap meet and this January Ninja, you kill others, and then you get 
will be no different. We are going to whupped. The object is to collect idols, 
have a disk special at the January and work your way up to the Princess DiDi 
meeting. Both 8-bit and 16-bit public and save her. (The old guy save girl 
domain software disks will be on sale; 4 routine) Every level higher you get, the 
disks for the price of three. So look harder it becomes. The evil enemies gang up 
over the library and buy a few disks. on you, Evil Ninja’s use their swords, more. 
The nice things about this game is the 
We will start meeting at UW-M in ability to use weapons, (Spinning death 
February. A map should be in the next stars, and Sword) and it is a bit 
newsletter to give you a better idea of challenging. The complaint I have is that 
the location. So check out the map and you cannot do a spinning back kick, or 
engage your autopilot and cruise control another fancy kick. All that you can do are 
for the February meeting at UW-M. high, body, low kicks or punches. But the 
usé of weapons makes up for this. The 
See you on January 17th, at documentation is not good either. But 
Armbruster School. Ron. overall it is a very fun and enchanting 


game. The price is good to. 


IF YOU FEEL YOU'RE INDISPEN- Tia : 
SABLE TRY PUTTING YOUR Nothing is impossible 


FINGER IN A GLASS OF for the man who doesn’t 


WATER. WITHDRAW IT AND do it himself 
NOTE THE HOLE YOU'VE LEFT! have to f 
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Wow Public Demain ST Disks Being Added in January 


The following new ST disks will be added to cur public domain ST library, I've listed sone of the 
Featured prorans on these disks, They all contain additional programs and are filled to single- 
sided capacity, The cost is $5.00 for each disk, This covers the disk and copying costs, 


NUY DISK TYPE INCLUDED PROGRANS 

06! Veility Aviation navigation program, & a PD speech synthisizer 

062 Utility Assembler, command shell directory lister, & a Degas- 

to-GEN font converter, & Nouse Medic, 

06d Ganes Daleks, Night Crawlers, & the Original Adventure, 

04 Deno 108 Dens, 

060 tility Desksongs, GEN formatter, & PD spelling checker, 

066 Veility Clipboard, Marquee, PC Conmqand, & Backup, 

6? Utility Mouse Editor, Folder-to-Bandish, BLE Picture Viewer, 

068 Dene Deno of 3-0 gane, 3-D glasses needed for viewing, 
Tiny Pie Big Bird, Bill the Cat, and Blues Brothers pictures, 

070 Tiny Pic Picture of the Capitel Building, several pictures 


Featuring Buds Bunny, & several clip art pictures, 


Dennis Wilson 
ST Public Demain Librarian, 


SWAP FEST SPECIAL: 
Buy 3 Club Disks - Get the 4th FREE! 
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NEWSLETTER INFORMATION 


This newsletter is written and printed by 
members of the Milwaukee Area ATARI 
User's Group (MILATARI). Opinions 
expressed in this publication are those 
of the individual authors and do not 
necessarily represent or reflect the 
opinions of the Milwaukee Area Atari 
User's Group, its officers, its members 
or its advertisers except where noted. 
Articles reprinted from bulletin boards 
and other newsletters are presented as an 
information exchange, no warranty is made 
to their accuracy or factuality. 


Your contributions of articles are always 
welcome. You may submit your article on 
ATARI compatible cassette or diskette, on 
typewritten form or you can arrange with 
the editor to upload your file via 
modem. You can send Graphics eight or 
seven plus screens stored on disk in 
Micropainter or Micro Illustrator 
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Milwaukee Area Atari User's Group 


MILATARI is an _ independent, user 
education group which is not affiliated 
with ATARI IN. The newsletter is the 
ofticial publication of MILATARI and is 
intended for the education of its members 
as well as for the dissemination of 


information concerning ATARI computer 
products. 
MILATARI membership is open to 


individuals and families who are 
interested in using and programming ATARI 
computers. Tne membership includes a 
subscription to this newsletter and 
access to the club libraries. The annual 
membership fee is $20 for individuals or 
$25 for a family. 


Vendors wishing to display and/or sell 
items at MILATARI meetings must make 
prior arrangements with the club vice 
president. Rates are $10 per meeting or 
$90 per year payable in advance. 


All material in this newsletter not 
bearing a COPYRIGHT message may be 
reprinted in any form, by school and 
college publications, personal computing 
club newsletters, and other non-profit 
publications, provided that MILATARI and 
the author are given credit. 


Other computer user groups may obtain 
copies of this newsletter on an exchange 
basis. 


MILATARI ADVERTISING RATES 


This newsletter will accept camera ready 
advertising copy from anyone supplying 
goods and services of interest to our 
membership. 


Current paid members of MILATARI may 


place classified ads in the newsletter at 
no charge. 


Advertising Rates 


Full page $37 .50 
Half page $20.00 
Quarter page $12 .50 
Business card $2.00 
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AMIGA - APPLE - ATARI - ATARI ST - COMMODORE - IBM 


SOFTWARE - ACCESSORIES - BOOKS - MAGAZINES 


| COMPUTER SOFTWARE CENTER | 


10710 W. Oklahoma Avenue, Milwaukee 


(in the OAKRIDGE SHOPPING CENTER on OKLAHOMA at HWY. 100) 


Tues.-Fri. 10-7, Sat. 10-4 (414) 543-5123 
Closed Sundays, Mondays & Holidays 


